PIG. 1A 



3D 

VIDEO GAME 
(GAME ENGINE) 



'10 



■♦■^^^ player" 



OUTPUT: 3D GAME DATA 



PSEUDO DRIVER SYSTEM 
40 

L 



MIXER FOR 
ENHANCED EFFECTS 



API 

FUNCTION CALL INTERCEPT 



9 



GAME API 
DRIVERS 



12 



I DISPLAY IMAGE 
I DATA 

I 

I 

-S 



—14 



DISPLAY CARD 



X 



-16 



2D DISPLAY MONITOR 



I 



30 

-L. 



PSEUDO API 
DRIVERS 



R 

: IMAGE 



3D GAME 

DATA 
RECORDER 



'-20 



=rJ I 



L 

IMAGE 



22 



RIGHT STEREO 
DISPLAY CAFD 



24 



LEFT STERE3 
DISPLAY ChiD 




R/L STEREOSCOPIC DISPLAY (3D) 



FIG. IB 



'10 

VIDEO GAME 
(GAME ENGINE) 



API 

FUNCTION 
CALLS 



3D GAME 
DATA 



PSEUDO API DRIVERS (20) 



WRAPPER FOR 
PSEUDO DRIVERS 



API 

FUNCTION 
CALLS 



1 



21 



3D GAME 
DATA 




RENAMED DLL & 
ORIGINAL DRIVERS 

(RENDER R IMAGE DATA) 



RENAMED DLL & 
ORIGINAL DRIVERS 
(RENDER L IMAGE DATA) 



(MIXER) 

■— ^ 

(3D RECORDER) 



R IMAGE DATA 



D 



L IMAGE DATA 



FIG. 2A 
(PRIOR ART) 



OPENGL GAME 
(GAME ENGINE) 



C: 



API CALL 
"opengl32. 



dl] 



GAME DATA 

II 



\WINDOWS 
\SYSTEW 



ope 



igl32.dl 



0 



opengl32 



RENDERING 
FUNCTIONS 

. . LoadOpenGL 
Texture 



IMAGE DATA 
TO GRAPHICS 
CARD 



TO 2D DISPLAY 



FIG. 2B 



OPENGL GAME 
(GAME ENGINE) 



API CALL 
"opengl32.44l 



GAME DATA 
II 



(ps 



C: 

WINDOWS 
\SYSTEM 



0 



opeigl 52.di; 



2ud(J7* 



opengl32 (pseuco) 



RENDERING ( STEREO ) 

FUNCTIONS 
(d3d8.dll) 

. . LoadDirectX|8 
Texture 



R/L IMAGE VIEW|S 
TO GRAPHICS 
CARDS ( DUAL 
RENDERING) 



TO R/L STEREO 
VISION 
DISPLAY 




FIG. 3A 
(PRIOR ART) 



FIG. 3B 



GLIDE GAME 
(GAME ENGINE) 



C: 



API CALL 
"glide2x.di;. 



GAME DATA 



14 



m 

N 

3 



gli 



\ WINDOWS 
\SYSTEK 

dei x.dl] 



0 



gllde2x 



RENDERING 

FUNCTIONS 

(Glide) 

. .LoadGlide 
Texture 



IMAGE DATA TO 
GRAPHICS CARD 



TO 2D DISPLAY 



GLIDE GAME 
(GAME ENGINE) 



API CALL 
"glide2x.d 



C: 

\WINDOWS 
\SYSTEM 



de2x.dll 



gl: 
(pj eudo) 



GAME DATA 

II 



0 



glide2x (pseudo) 



RENDERING (STEREO) 

FUNCTIONS 

(Glide) 

. .LoadGlide 
Texture 



R/L IMAGE VIEW 
TO GRAPHICS 
CARDS (DUAL 
RENDERING ) 



TO R/L STEREO 
VISION 
DISPLAY 



FIG. 4A 
(PRIOR ART) 



FIG. 4B 



DIRECTX GAME 
(GAME ENGINE) 



C: 



API CALL 

"d3d8.dll" 

"d3dim700.d 



DIRECTX GAME 
(GAME ENGINE) 



GAME DATA 



ry 



p. 



\WINDOWS 
\SYSTEiy 



d3 38.ail 
dSpimlTOO . dp. 



0 



C: 



d3dim700 
or 
d3d8 



RENDERING 

FUNCTIONS (7 

. .LoadDirectX 
Texture 



IMAGE DATA TO 
GRAPHICS CARd 



TO 2D DISPLAY 



d3d8 
d3di 



or 8) 



API CALL 

"d3d8.dll" 

"d3dim700. 



\WINDOWS 
\SYSTEM 



.d 

.m7 



1 

O.dl 



GAME DATA 
U" 



0 



d3dini700 (pseu^o) 

CALL d3d8 
FUNCTIONS 



d3d8 (pseudo) 

CALL INDEX FOR 
COM CLASS 



RENDERING (STERltO) 

FUNCTIONS (d3q8) 

. .LoadDirectX 
Texture 



R/L IMAGE VIEWS 
TO GRAPHICS 
CARDS (DUAL 
RENDERING ) 



TO R/L STEREO 
VISION DISPLAY 



FIG. 6 




